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INTRODUCTION 


Conquering Percents gives students an opportunity to work with percents in a variety of ways. 
The program Percent Factory visually introduces the concept of a percent. In a factory setting, 
students must either guess the percent of a circle or rectangle that is painted or paint a given 
percent of a shape. The program Everything’s on Sale provides students with practice in setting 
up and solving percent problems to find the original prices, discounts, and discount rates of 
various items. Teacher Options are provided to allow you to regulate the number and types of 
problems available to students, control access to the game, control use of an on-screen calculator, 
and view and print records of student performance. 


The game Percent Chompers, which directly reinforces the instructional objectives introduced 
in the programs, is also included on this disk. You can control the use of this game through the 
Teacher Options. Percent Chompers is a timed game in which students must locate fractions, 
decimals, ratios, and filled circles and rectangles equivalent to a target percent. The top ten 
scores for this game are kept in a special list for viewing; you can clear this list through the 
Teacher Options. 


Students can exit a program or game by pressing the Escape (Esc) Key twice any time the 
program is waiting for a response. The sound can also be turned on or off by holding down the 
Control Key and typing the letter S (Control-S). 


To use Conquering Percents, you will need the program disk, a 128K Apple I series computer, 
a monochrome or color monitor, and a disk drive. If you want to print student records, you will 
also need a printer. 


Conquering Percents is part of the Conquering Math Series. This series includes other 
packages that deal with more advanced whole number operations, fractions, decimal numbers, 
and ratios and proportions. The Conquering Math Textbook Connection, a reference guide that 
correlates the objectives of textbooks by five major publishers (Addison-Wesley; Harcourt Brace 
Jovanovich; Houghton Mifflin; Scott, Foresman; and Silver Burdett & Ginn) with the 
Conquering Math Series is also included. A chart on the next page describes the individual 
products in the series. 


Also available from MECC is the Mastering Math Series for students in grades 1-4. This series 
of ten disks deals with the whole-number operations of addition, subtraction, multiplication, and 
division. The Mastering Math Textbook Connection is also available for this series. 


INTRODUCTION (continued) 


The Conquering Math Series is designed for use with students in grades 3-8. Each disk contains : 
Teacher Options that allows you to easily adjust the content for your particular situation and 

grade level. Features of the series include intelligent tutoring, visual examples, student record- 

keeping, and content-related games. 


Topic Number 3] 4|5| 6/7/81 


Conquering Whole Numbers A-201 
Whole-number operations (+,-,x,+) with large 

numbers and regrouping; games included are 

Bagels, Tax Collector, and Bowling. 


Fraction Concepts, Inc. A-202 
Definition of fractions, fraction types, roles of 
numerator and denominator, and equality. 


Fraction Practice Unlimited A-203 
Equivalence, comparing fractions, reducing, 
and sorting fractions. 


Conquering Fractions (+,-) 
Addition and subtraction of fractional numbers; 
games included are Fraction Dash and 

Fraction Chompers. 


Conquering Fractions (x,+) 
Multiplication and division of fractional 
numbers; games included are Fraction 

Chompers and What’s My Fraction? 


Fractions 


Conquering Decimals (+,-) A-207 
Addition and subtraction of decimal numbers 
games included are Misplaced Decimals and 
Decimal Dash 


Conquering Decimals (x,+) A-208 
Multiplication and division of decimal numbers; 
games included are Decimal Chompers and 
Concentration 


Conquering Ratios and Proportions 
Create and identify ratios, solve word problems 

using proporuons; games included are 

Create-a-Flag and Catapult Capers. 
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A-209 


Conquering Percents 


Visually create and idenufy percents, solve word 
problems involving percents; includes the game 
Percent Chompers. 


Conquering Math Worksheet Generator 
Create worksheets using any of the objectives from 
the ten packages in the Conquering Math Series. 


Conquering Math Textbook Connection 
Correlates 1987 edition of five math publishers with 
the Conquering Math Series. 


TEACHER OPTIONS 


Accessing Teacher Options 


This package contains several Teacher Options that allow you to adjust the problem settings, 
control the availability of the programs and the game, and view or print student results. You can 
access the Teacher Options menu while viewing the main menu (Figure 1) by pressing Control-A 
(hold down the Control Key and press the A Key). The Teacher Options menu will appear 
(Figure 2). 
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— “ty 


.-eacher Options 
Conquering Percents 


Choices: 


mPercent Factory 


. Everything’s on Sale 

. Percent Chompers 

. Chompers Top Ten List 
. Original Settings 

. Student Results 

- Printer Support 


. Percent Factory 

. Everything’s on Sale 
. Information 

. End 


Use arrows to move. Press Return. 


foo ee ae 
Escape: Main Menu 


Figure 1 Figure 2 


Option 1: Percent Factory 


Selecting this option will display the options available for Percent Factory (Figure 3). These 
options allow you to turn the program on or off, set the number of problems, regulate the number 
of tres the students will be allowed for each problem, and select the types of problems available 
to your students. 


nie SE EONE Factory 


oo. 


Percent Factory 
Number of problems (5-10) 
Number of tries (3-9) 
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A. Guess a percent 


B. Paint a percent 
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Use arrows to move. Press Return. 
Escape: Teacher Options 


TEACHER OPTIONS (continued) 


Option 2: Everything’s on Sale 


This option allows you to control a number of variables affecting the program Everything’s on 
Sale. You can set access to the program, determine the number of problems presented, and 
determine the mastery percent (Figure 4). If the Estimation option is turned on, students will be 
required to estimate each answer before working the problem (Figure 5). If Estimation is off, 
students have the option to work the problem, enter the answer, or make an estimate. 
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Use arrows to move. Press Return. 


Escape: Teacher Options Enter estimate. Press Return. 


Figure 4 Figure 5 


The Calculator option allows you to control access to an on-screen calculator (Figure 6). If the 
calculator is turned on, students can use it while solving percent problems. This four-function 
calculator allows students to add, subtract, multiply, and divide any two positive values. The 
calculator window displays the whole expression and the calculated result (Figure 7). See 
Appendix B, Using the Calculator (page 34), for further details. 
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Everything’s on Sale 
Number of problems (5-12) 
Mastery percent (07-1007) 
Estimation 


kkead % | Original Price $18.90 
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Escape: Teacher Options 


Press C to use calculator 


Figure 6 


TEACHER OPTIONS (continued) 


Rounding may be turned on or off. If it is off, all problems will work out to an exact dollar-and- 
cent or percent value. If rounding is on, the problems may require the student to round the 
answer to the nearest cent or percent (Figure 8). Finally, you can control the availability of each 
of the three problem types (Figure 9). 
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Figure 8 Figure 9 


Option 3: Percent Chompers 


Percent Chompers, a content-related game, is also included on this disk. This option lets you 
control the game’s availability to your students. You can set access to the game so that students 
may use it only after completing or mastering a problem set. You may also allow access from 
the main menu or turn the game access off completely (Figure 10). 
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Figure 10 


TEACHER OPTIONS (continued) 


Option 4: Top Ten List 


Students receive a score in Percent Chompers. If their score is among the ten highest, they are 
placed on the “Top Ten List” (Figure 11). Students can only enter initials on this list. This 
option will allow you to erase the entire list (Figure 12). 


Score 
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MAJ 3735 
KAP 3440 
AWP 3140 
CaS 2305 
JMB 1870 
EBW 1795 
MFS 1325 
TMJ 910 
SHD 455 


Percent Chompers Top Ten List 


JFMZ 10435 
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KAP 3440 
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Escape: Teacher Options 
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Figure 11 Figure 12 


Option 5: Original Settings 


This option allows you to restore the Percent Factory, Everything’s on Sale, and Percent 
Chompers to their original states. These original settings are shown below in Figure 13 
(Percent Factory) and Figure 14 (Everything’s on Sale). Percent Chompers is originally set 
to allow access from the main menu. 
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Figure 13 | Figure 14 


TEACHER OPTIONS (continued) 


Option 6: Student Results 


The disk can store the results for as many as 75 student sessions. Once the results file is filled, 
the program will automatically start erasing the oldest results as new results are saved (Figure 
15). The records displayed indicate the program (E or P), the score, whether mastery was 
reached (Y or N), and the esumation percentage (0-100) (Figure 16). For Everything’s on Sale, 
the score represents: (number of problems correct on first try)/(total number of problems). For 
Percent Factory, the score is: (number of problems correct)/(total number of problems). Note 
that Mastery and Esumation % relate only to records for the program Everything’s on Sale. 
Student records for Percent Factory have a dash (-) or dashes (--) in these two columns. If you 
have a printer attached, you can print any single screen of results as it appears on the screen or 
you can print all of the results. You may also choose the option that allows you to delete all of 
the results currently saved on the disk. This “cleanup” feature is especially useful at the start of 
the year or after a class completes a unit using these programs. 


PI chr a bth FOE eo ketene 


This disk can store results for 75 Conquering Percents 


sessions. When this limit is 
reached, the oldest record is 
deleted as each new record is 
saved. 
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Murphy, Robin 
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. Turner, Markeesha 
Turner, Markeesha 
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. Phillips, Mike 
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10. Phillips, Mike 
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Press P to print. © 
Escape: Student Results ? = Descriptions 


Use arrows to move. Press Return. 
Escape: Teacher Options 


Figure 15 Figure 16 


Option 7: Printer Support 


This option is provided in order to accommodate the use of a printer for printing student results. 
For detailed instructions on using this option, refer to Appendix D, Using a Printer with This 
Courseware (pages 44-45). 


DESCRIPTION 


PERCENT FACTORY 


Percent Factory encourages students to explore visual representations of percents. Students 
must either guess the percent of a circle or rectangle that is painted or paint a given percent of a 
shape. Students may elect to use this program with or without a tmer. The number of problems 
may be set from five to ten through the Teacher Options. You may also set the number of tries 
allowed for each problem from three to nine. This limit is not in effect, however, if students 
choose to use the timer; in this case, students may continue until the ttme runs out 


(approximately 30 seconds). 


Curriculum Area: 
Subject: 

Type: 

Grade Range: 


Classroom Use: 


LEARNING OBJECTIVES 


Mathematics 

Percents 
Problem-Solving Activity 
5-6 


Individual 


After using this program, the student will have received practice in: 


° identifying various percents represented visually; 

° creating visual representations of percents; and 

° applying problem-solving strategies to guessing a percent. 
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PERCENT FACTORY 


USE IN AN INSTRUCTIONAL SETTING 


Preparation 


Percent Factory consists of two activities that require visual discrimination by the student. If 
either of the problem types is not suitable for your students, that type should be turned off in the 
Teacher Options. Below are brief descriptions of the two problem types. 


Type A: Guess a Percent (between 5 and 100). Students try to figure out the percent of a circle 
or rectangle that is painted (Figure 1). Each incorrect guess is shown visually, along with the 
Clue “too large”’ or “too small” (Figure 2). For students not using the timer, the number of tries is 
limited to between three and nine tries, as set in the Teacher Options (page 3). 


aw [fl Percent Factory [flo oo 


a 


23. ill 
alle a 


Z2o4 
too 
small 


| Enter percent painted. Press Return. | 


| Enter percent painted. Press Return. | 


Figure 1 Figure 2 


PERCENT FACTORY 
USE IN AN INSTRUCTIONAL SETTING (continued) 


Type B: Paint a Percent (multiples of 5 between 5 and 100). Students must correctly paint a 
given percent of a circle or rectangle (Figure 3). Incorrect attempts are labeled with the percent 
represented as well as a clue “too large” or “too small” (Figure 4). For students not using the 
timer, the number of tries is limited to between three and nine tries as set in the Teacher Options 


(page 3). 


| Mtn en 1 rrr 


45% ° 
too small too large 


Use #3 to paint 50%. Press Return. Use #% to paint 50%. Press Return. 


Figure 3 Figure 4 
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PERCENT FACTORY 


USE IN AN INSTRUCTIONAL SETTING (continued) 
Using the Program 


This program is intended for individual students. Students are first asked to enter their full 
names for record-keeping purposes (Figure 5) and then asked if they wish to use a timer. If 
students choose to have a timer, they attempt to answer each problem correctly before time runs 
out. They will receive a score equal to the amount of time remaining on the timer at the end of 
each problem (Figure 6). Students not using a timer are told how may tries they will be given. 
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last name: Phillips 


Try to complete each problen 
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After each problem, the points 
left on the timer will be 
added to your score. 


1h. 
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Press SPACE BAR. ee continue 
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Use arrows to move. Press Return. 


Figure 5 Figure 6 


In Type A problems, students guess the percent of the circle or rectangle that is painted by 
entering a percent between 5 and 100 (Figure 7). In Type B problems, students use the arrow 
keys to paint a circle or rectangle in 5% increments to a given percent (Figure 8). 
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Enter percent painted. Press Return. Use t4 to paint 207%. Press Return. 


Figure 7 Figure 8 
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PERCENT FACTORY 
USE IN AN INSTRUCTIONAL SETTING (continued) 


If students’ attempts are incorrect, a visual representation of their answers appears, along with 
the words “too large” or “too small.” Figure 9, for example, shows that the student has guessed a 
percent larger than the correct answer. When a timer is used, the number equal to the amount of 
time left on the timer will be added to the student’s score (Figure 10). 


Mimi oe | Score 
| es... eae ile 
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ee 


A 


99% 
too large 


Correct. You earned 62 points. 
Press SPACE BAR to continue 


Figure 9 Figure 10 


If students do not correctly answer within the allotted number of guesses, or within the time 
limit, the correct answer is given and students move on to the next problem (Figure 11). If the 
timer runs out before students give the correct answer, no points are added to their score 
(Figure 12). 


| wo o | | 5 tries are up! | |» ow | 


an | 


39% 


 §9% of the circle is painted. 24% of the rectangle is painted. | 
Press SPACE BAR to continue ..-- --- Press SPACE BAR to continue 


Figure 11 | Figure 12 
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PERCENT FACTORY 


USE IN AN INSTRUCTIONAL SETTING (continued) 


If students need to quit before completing the entire lesson, they can press the Escape (Esc) Key 
twice. They will then be given the option to try Percent Factory again (Figure 13). If students 
complete the session and they have used the timer, they are given their final score (Figure 14). 
Students who did not use the timer will be told that the session is over. Students will then be 
given the option of trying the program again. 


TUL ‘Score 


Your job is done! 


You earned 395 points. 


Do you want to play again? 


EE No 


I 


Use arrows to move. Press Return. Press SPACE BAR to continue 


Figure 13 Figure 14 
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EVERYTHING’S ON SALE 
DESCRIPTION 


Everything’s on Sale gives students practice with setting up and solving problems involving 
percents. The number of problems per session, the problem types presented, and the mastery 
level are adjustable through the Teacher Options. A guided-practice sequence “steps” students 
through the process of setting up and solving for the unknown and provides remediation if 
students have difficulty with a problem. Students may choose to use either the proportion or 
equation method for solving percent problems. Percent Chompers can be made available to 
students following the session. 
Curriculum Area: Mathematics 
Subject: Percents 
Type: Guided Practice 
Grade Range: 5-8 


Classroom Use: Individual 


LEARNING OBJECTIVES 


After using this program, the student will have received practice in: 
¢ setting up an equation to solve a percent problem; 
¢ setting up a proportion to solve a percent problem; 
¢ finding the percent of a number; 
¢ finding the percent one number is of another; 
¢ finding a number when a percent of it is known; 
¢ selecting correct information from a word problem; and 


¢ estimating answers for problems involving percents. 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING 


Preparation 


Since this is a reinforcement activity rather than a tutorial, it is assumed that students have been 
introduced to problems involving percents. Before allowing students to use this program, you 
should review the three types of problems that are available. If students are not ready for any of 
the problems types listed below, those types should be turned off in the Teacher Options. 


Type A: In these problems, students find the percent of a number by solving for the discount 
on a Sale item (Figure 1). 


oo _.roblem 1oof So. 


ee BO% OFF 
Original Price 
Discount 
Sale Price 


Work problem 
Enter answer 


rr U 
mH Estinate 


Use arrows to move. Press Return. 


Figure 1 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


Type B: In these problems, students find the percent one number is of another by solving for 
the percent off (discount rate of) a sale item (Figure 2). 


icctg SOIR 0 Ot DS 8 ce 


Original Price $18.70 
Discount - $1.87 
Sale Price 


Work problem 


Enter answer 
Estimate 


Use arrows to move. Press Return. 


Figure 2 


Type C: In these problems, students find a number when a percent of it is known by solving 
for the original price of a sale item (Figure 3). 


ce RON 8 OE ge eat. 
Se re ee Fee: 3 eee een ae 
Original Price 61277 | 
Discount - $6.16 
Sale Price 


Work problen 


Enter answer 
Estimate 


Use arrows to move. Press Return. 


Figure 3 
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EVERYTHING’S ON SALE 
USE IN AN INSTRUCTIONAL SETTING (continued) 


Using the Program 


Because this program is meant to be used with individual students, names must be entered for 
record-keeping purposes (Figure 1). The program takes place in a department store and the store 
manager gives students a brief introduction to their task (Figure 2). 


DORDOECOTOODORSGDEGOOOOPOPEECOODINRLEONSOGRDORSGGT DORON OR ORERO RU NocsDoCteNnOesenagcancecencnnrocccceeoeccyccoees PEPOUUDENGRORNDORORDOEODEGNAANGSeReOR EN NORRE CODA TORR CeeeeceRCeRE Renee Neos ceene nee NtOeeetetesneonsorenoneoonececnee 


— Everything’s on Sale mh 


Everything’s on Sale 


Congratulations! You have 
Please enter your been hired to help me prepare 
first name: Markeesha the store for a big sale. 

You must find the missing 
Please enter your values on the price 
last name: Turner tags so I can mark 

the sale prices. 

The elevator will 

Markeesha Turner take you to the 
department of 


“ho ss {{ th cn re 


CONT POOE NE DOORRE LRRD SGOT ROORE RE DESC FORE HORST A LeeDeROReCOReRL ee Ree tA eeTTeetesee Reto recnosoccesnegecetsaecer sees sents 


Use serous to move. iP oeee: Return. Press SPACE BAR to continue 


Ondereeetereceeseoesarens AOC eben aoeceeenoge senses coeccets OD 0RC NSE NEOROE ORE OR ORT T OC cessooeeCeaecteres 


Figure 1 Figure 2 


Students then decide whether they prefer to use equations or proprtions to solve the percent 
problems (Figure 3). See pages 18-21 for more details on using the equation method and pages 
22-24 for the proportion method. 


Everything’s on Sale “[ 


Which method do you prefer to 
use to solve the percent 
problems? 


equations 


proportions 


I, eon fi = rt 


Use irrous to nove. Press Saturn: 


EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


Using Equations 


After selecting the equation method, students choose the department they wish to begin working 
in (Figure 1). Once a floor is selected, students are given the set of problems, as designed in the 
Teacher Options. Depending on the total number of problems, the program may return students 
to the elevator to choose a new floor two times during the course of the problem set. 


HUVAUAHANUEDDEVONAHEDLA UN TANATATOREAUDCUCLUUESUTOE TANT SUOEUAAMUOUAUTTAGNDN ATTA ETANN 


. Toys 

. Clothes 

. Pets 

. Electronics 


Use arrows to move. Press Return. 


Figure 1 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


If estimation is on in the Teacher Options, students must estimate the answer before being 
allowed to work the problem or enter the answer (Figure 2). If estimation is turned off, students 
may choose to work the problem, enter the answer, or make an estimate. Because what 
constitutes a “good” estimate varies, depending on several factors—including the ability level of 
the student and the numbers involved in the problem—student feedback on estimate accuracy is 
not given. Instead, once an estimate is made, it appears in the upper mght-hand corner of the 
screen (Figure 3) so that students can compare it with their final answer. 


Problem 1 of Soo Problem 1 of So Est. : $4.00. 


or 


Fare Siesta acne Cee gd aes cae 
Original Price $ Gad 
Discount - $2.05 
Sale Price 


een ne”) 2S, ee eee 
Original Price $a 
Discount - $2.05 
Sale Price 


€ ¢ 


) =) 


Estimate the 
original price: 
$= 


Work problem 


Enter answer 


Enter estimate. Press Return. Use arrows to move. Press Return. 


Figure 2 Figure 3 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


Students may know the answer without working through the problem. Therefore, they are given 
the option to simply enter the answer (Figure 4). If the calculator is turned on in the Teacher 
Options, students may use it to find the answer. If the answer is incorrect, however, students 
must then work the problem. The first step in working the problem is selecting the question that 
correctly describes the problem (Figure 5). 


+ roblen 1 of Fo. Reheat oe oe ee REE eo eM on tua ree 


ae = we eae 4 Original Price $10.60 


ee pe 
nat fais See : sAghvipe nanan ba? 77 | 


Original Price Wee tee wens oe AF é 


Discount Ee Select the A eR ERE RES 
Sale Price to find the discount. 


What is 3% of %$10.607 


> $10.60 is 5% of what? 
Vay SY% of what is %10.607 


ian Pet cme eee 
cent. Press Return. 


Wepassts Goes sycci ae RABaGhT Onmeee Ce iee wiraee 


Figure 4 Figure 5 


Once students have identified the problem, they may select the letter they wish to use to 
represent the unknown value (Figure 6). Then students may proceed to set up the equation. If 
they experience difficulty with any portion of setting up the equation or solving for the unknown, 
feedback is given to guide them through the process. An example of this remediation is given in 
Figure 7. : 


peer ee we ON ees 


57% Griginal Price $10.60 A Original Price 
orf Discount - $tkia Discount (T)> 
Sale Price Sale Price 


rm ar ae hag er Ee npr ae eee = np 


Enter 10.60 <the original price). 


Ae wee eerewes meerese 


ete onc api Ns 
for the discount? z 


; Se a SNe 


Figure 6 Figure 7 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


To work the problems, students may use the on-screen calculator if it has been made available 
through the Teacher Options. The values and operations are entered into the calculator and the 
whole expression is displayed (Figure 8). Students may put the calculator away or leave it on the 
screen as they enter the answer (Figure 9). See Appendix B on page 34 for more information. 


_Problen 2 of ¢ Est. = $4.00. _Problen 2 of ¢ Est. : $4.00. 


35% Original Prices) 1 27? | 35% Original Price(<S) + eked 
Off Discount - $2.94 Off Discount - $2.94 
Sale Price Sale Price 


= Pe aren Bele ee eee ge reat Leek eo Se oga ee ero ae Oe ze eae: 


294" = 350-x.S 294 = 357 55S 
2194. = 10955:0x.<S 2.94 = 025 xs 
S ese > 


DGS eee ee 2.94>.35 


=] CLEAR 
Press C to use calculator 


Figure 8 Figure 9 


If students need to quit before completing the entire set, they should press the Escape (Esc) Key 
twice. This will give them a summary of their session and save the results for you to view. If 
students exit a program early, and either mastery or completion of the problem set is required by 
the game setting, access to Percent Chompers is not allowed (Figure 10). Students who exit a 
program early return to the menu without the option to play Percent Chompers. If students tum 
the computer off in the middle of a session, the results will not be saved. At the conclusion of 
the program, a summary is given to the students, along with a list of options (Figure 11). 


We Ructaneeaneae Cot 


Everything’s on Sale ai Everything’s on Sale 
Markeesha Turner Markeesha Turner 


Problems worked Problems worked 
Right on first try Right on first try 
Good job! 


You can: You can: 


Sa Do more problems | Sa Do more problems | 


2. Return to the main menu 2. Play Percent Chonmpers 
3. Return to the main menu 


ah 


cb ~ ph 


Use arrows to move. Press Return. Use arrows to move. Press Return. 


Figure 10 Figure 11 
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EVERYTHING’S ON SALE 
USE IN AN INSTRUCTIONAL SETTING (continued) 


Using Proportions 


After selecting the proportion method, students choose the department they wish to begin 
working in (Figure 1). Once a floor is selected, students are given the set of problems as 
designed in the Teacher Options. Depending on the total number of problems, the program may 
return students to the elevator to choose a new floor two times during the problem set. 


PUL CUCLELLCCRLL ELL LELLCUO A) UCC Co 


| em ee 
| 
| 


. Toys 

. Clothes 

. Pets 

- Electronics 


Use arrows to move. Press Return. 


Figure 1 


If estimation is on in the Teacher Options, students must estimate the answer before being 
allowed to work the problem or enter the answer (Figure 2). If estimation is turned off, students 
may choose to work the problem, enter the answer, or make an estimate. Because what 
constitutes a “good” estimate varies, depending on several factors—including the ability level of 
the student and the numbers involved in the problem—student feedback on estimate accuracy is 
not given. Instead, once an estimate is made, it appears in the upper mght-hand corner of the 
screen (Figure 3) so that students can compare it to their final answer. 


-caseibemanabiinns cee Tessas aes 

Original Price s$taad 
Discount - $2.05 
Sale Price 


Use arrows to move. Press Return. 


a isih UG Sa terubattg. ML ON cee te dtstgaloush 
Original Price $Gked 
Discount - $2.05 
Sale Price 


€, 


) 


Work problem 


Enter answer 


Estimate the 
original price: 
$=: 


Enter estimate. Press Return. 


Figure 2 45 Figure 3 


EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


Students may know the answer without working through the problem. Therefore, they are given 
the option to simply enter the answer (Figure 4). If the calculator is turned on in the Teacher 
Options, students may use it to find the answer. If the answer is incorrect, however, students 
must then work the problem. They first select the letter they wish to use to represent the 
unknown value (Figure 5). 


Problem Loof 7 


68% Original Price $37.80 
orf Discount - Skea 


4% OFF 
68% OFF Oren ce 


“Original Price $37.80 
Discount 
Sale Price 


= 


What letter would you like to use 


Enter the discount to the nearest 
for the discount? = 


cent. Press Return. 
"Press C to use calculator 


Figure 4 Figure 5 


Students can then set up the proportion. If they experience difficulty with any portion of setting 
up the proportion or solving for the unknown, feedback is given to guide them through the 
process. Examples of this remediation are given in Figures 6 and 7. 
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68% Original Price 4 Original Price 
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Figure 6 | Figure 7 
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EVERYTHING’S ON SALE 


USE IN AN INSTRUCTIONAL SETTING (continued) 


To work the problem, students may use the on-screen calculator if it has been made available 
through the Teacher Options. The values and operations are entered into the calculator and the 
whole expression is displayed (Figure 8). Students may put the calculator away or leave it on the 
screen as they enter the answer (Figure 9). See Appendix B on page 34 for more information. 


Problem 3 of 7 Est. = 19% 


AONE FOU ote ee eee een 


% | Original Price $5.40 
Off Discount - $0.81 
CAD Sale Price 


% | Original Price 
Off Discount 
CAD Sale Price 


CLEAaR 
Press C to use calculator 


Figure 8 Figure 9 


If students need to quit before completing the entire set, they should press the Escape (Esc) Key 
twice. This will give them a summary of their session and save the results for you to view. If 
they exit the program early, and either mastery or completion of the problem set is required by 
the game setting, access to Percent Chompers is not allowed (Figure 10). Students who exit a 
program early return to the menu without the option to play Percent Chompers. If students turn 
the computer off in the middle of a session, the results will not be saved. At the conclusion of 
the program, a summary is given to the students, along with a list of options (Figure 11). 


Everything’s on Sale “ty T Everything’s on Sale “t 
Markeesha Turner Markeesha Turner 


Problems worked Problems worked 
Right on first try Right on first try 


Good job! 


You can: You can: 


wa Do more problens | a 0o more problens | 
2. Return to the main menu 2. Play Percent Chonmnpers 
3. Return to the main menu 


“Ly 


Use arrows to move. Press Return. Use arrows to move. Press Return. 


Figure 10 Figure 11 
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PERCENT CHOMPERS 


DESCRIPTION 


Percent Chompers is a timed game in which students try to quickly locate fractions, decimals, 
ratios, and visuals equal to a given target percent. Students earn points by directing a set of teeth 
to chomp appropmiate values. If an incorrect value is chomped, a set of teeth is lost. Students try 
to obtain as many points as possible before three sets of teeth are lost or the time runs out. 


Curriculum Area: Mathematics 
Subject: Percents 
Type: Educational Game 


Grade Range: 6-8 


Classroom Use: Individual 


PURPOSE 


The primary purpose of Percent Chompers is to reinforce the visual concept of percents and the 
equivalences between fractions, decimals, ratios, and percents in a stimulating and challenging 
format. Because the game has a time limit, 1t encourages students to quicken their skills in 
recognizing equivalencies. 


This game may be used to motivate students to finish or master a problem set. It is possible, 
through the use of Teacher Options, to control students’ access to this activity. You can set the 
disk so that students are allowed to use this activity only after completing a set of problems in 
Percent Factory and Everything’s on Sale. You can even add the stipulation that they must 
reach a certain mastery level in Everything’s on Sale before being allowed to play. 
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PERCENT CHOMPERS 


USING THE GAME 


The object of Percent Chompers is to direct a set of teeth to chomp values equivalent to a given 
percent. These values may be fractions, decimals, ratios, or visual representations. Students can 
choose to play Percent Chompers, get directions for playing the game, see the current Top Ten 
List, or return to the main menu (Figure 1). Figure 2 shows a typical game screen. Students use 
the arrow keys or the I, J, K, or M Keys to direct the set of teeth to the appropriate cell and press 
the Space Bar to chomp the value. 


Chomp if equal to 25% 


Choices: 


ijwePlay the game 


2. See instructions 


3. See Top Ten List 
4. Return to the main menu 


OT dn caasconeua ert TOE TT eT aE ee ts 


8: 100 99 : 100 


Time left iimmmmmmnnmacummnmummiaminim 


Use arrows to move. Press Return. 


Figure 1 Figure 2 
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PERCENT CHOMPERS 


USING THE GAME (continued) 


Points are earned if the value chomped is equivalent to the target percent. If an incorrect value is 
chomped, a set of teeth is lost (Figure 3). Each time the screen is successfully cleared of all 
expressions equivalent to the target percent, the game advances to the next level (Figure 4). 

Each level has a different target value and a new set of expressions. The number of points earned 
for chomping an appropriate value increases by 5 with each level. 


Score 
Chomp if equal to 70% | 100 | 


Sper rerereer ete eer eer Tete Terie er il ee Oe ee errr eee ir te 


HrOpaOe oo 
Wastyaadds ea ee en ee ee iy Chomp if equal to 25% 


Sorry, that is not correct. 


~ a Level 2 


Press SPACE BAR to continue Each correct chomp = 55 points 


a = eo 


Time ‘lef t Pitti i 


na Pess SPACE BAR to continue 
Vicor Lee Ft  sanmsnnraneansnanensseraneniccnsn ena irnnenna ennai 


Figure 3 Figure 4 


The game ends when three sets of teeth have been lost or the time runs out. If the student’s score 
is one of the ten highest, the student is congratulated (Figure 5). Qualifying students are then 
asked to enter their initials on the “Top Ten List” (Figure 6). This list can be erased through the 


Teacher Options. 


Score 


Percent Chompers Top Ten List 


KAP 3440 
Cas 2305 
EBW 1795 
= 910 
SHD 455 


Fantastic! Your score has earned 


you a place on the Percent Chompers 


1. 
2. 
a. 
4. 
Top Ten List. 2 
r 
8. 
9. 


10. 


unter your initials. Press Return. 
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Ss ee poet Sei eae rece ms 


Figure 5 Figure 6 
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THINKING SKILLS 


Thinking Skills and Conquering Percents 


Everywhere you turn in education today you hear about the need for a new curriculum, a 
curriculum in which thinking skills are emphasized. Learning is a lifelong process, necessary for 
survival, and children must acquire the skills to cope with our ever-changing world. Thinking 
has been given many names: problem-solving, process skills, critical thinking, abstract thinking, 
cognitive processes, and metacognition. 


No one doubts or disagrees that children need to learn and apply thinking skills. Everyone 
involved in education wants what is taught to include student thinking. But how do educators 
sort through the myriad pieces of information they receive on thinking skills? There are a wide 
variety of strategies and approaches to teaching thinking skills. It is easy to be confused about 
what is meant by thinking skills and how to best teach them. 


MECC believes the role of the teacher is to be the driving force in determining the classroom 
environment for thinking. We believe that good teachers have always emphasized thinking skills 
in their classrooms and will continue to do so by using a variety of strategies. Our commitment 
is to provide teachers with materials that will help them do their job well: quality software that 
promotes the application of thinking skills. MECC products are designed for the integration of 
thinking skills into the curriculum. 


While the primary goal of Conquering Percents is to provide practice in solving percent 
problems, the rich environment each program presents is also well suited to foster good thinking 
skills. Therefore, the teacher is presented with two quite different sets of teaching objectives. 
As a result, the product can easily be adapted by teachers in any subject area to highlight and to 
reinforce the core thinking skills as outlined on the following pages. 


Conquering Percents is composed of three programs. In Percent Factory, students apply 
problem-solving strategies to predicting a percent. Students can identify visually represented 
percents or create their own visual representations of percents. Everything’s On Sale is a 
guided practice program in which students receive practice with setting up and solving problems 
involving percents. Students may choose to use either the proportion or equation method for 
solving percent problems. A guided practice sequence steps students through the process of 
setting up and solving for the unknown, and provides remediation if students have difficulty with 
a problem. Percent Chompers is a timed game in which students try to quickly locate fractions, 
decimals, ratios, and visuals equivalent to a given target percent. The primary purpose of 
Percent Chompers is to reinforce the visual concept of percents and the equivalencies between 
fractions, decimals, ratios, and percents. 
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THINKING SKILLS (continued) 


This section of the manual highlights ways in which teachers can use Conquering Percents to 
promote thinking skills with their students. It is based on the thinking skills framework 
Dimensions of Thinking, published in 1988 by the Association of Supervision and Curriculum 
Development (ASCD). We chose to use this framework because it pulls together the research 
and models from a variety of sources and brings the theory to the classroom level, applying it to 
that environment. In the next few pages, examples from Conquering Percents are related to the 
ASCD core thinking skills framework. Although only one example of the use of a particular 
thinking skill is correlated to a particular part or use of a program, the same skills can be 
practiced on many levels and in many aspects of these programs. 


We realize the importance of thinking skills in the curriculum and are confident that you will 
find Conquering Percents of considerable value in your classroom. 
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THINKING SKILLS (continued) 


A Framework for Thinking 


The components used in thinking are referred to as core thinking skills. This framework 
defines those skills that appear in the repertoire of the model learner. Each skill selected is 
documented in research as important to learning or thinking, is teachable, and is valued by 


educators as important for students to learn. 


The core skills of the ASCD framework are listed and defined below with examples of 
applications within Conquering Percents. The skills are not discrete or hierarchial. In fact, | 
individual skills draw on other skills and can be used repeatedly in the thinking process. 

The selected examples are not exhaustive but highlight ways in which these thinking skills 


are used in Conquering Percents. 


Source: Dimensions of Thinking, Association for Supervision and Curriculum Development (ASCD), 1988. 


Core Thinking Skills 
Components 


Definition of Core Thinking 
Skills Categories 


Focusing Skills allow students 
to attend to selected pieces of 
information and ignore others. 
Focusing occurs when students 
sense a problem, an issue, or a 
lack of meaning. 


Focusing Skills 


¢ Defining Problems 
¢ Setting Goals 


Information Gathering Skills 
involve obtaining information 
and clarifying issues and 
meanings through inquiry. 


Information Gathering Skills 


¢ Observing 
¢ Formulating Questions 


Remembering Skills 
¢ Encoding 
¢ Recalling 


Remembering Skills are those 
activities or strategies that 
students consciously engage 

in to store and retrieve 
information from long-term 
memory. Activating prior 
knowledge falls under this 
category. 
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Conquering Percents | 
Application | 


In Everything’s on Sale, 
students select correct | 
information from a word 
problem by focusing on | 
information necessary to reach | 
solutions to their problems. 


Students receive practice in 
visual discrimination by 
identifying visually 
represented percents in | 
Percent Factory. 


In Everything’s on Sale, the 
assumption is made that 
students have been introduced 
to problems involving 
percents. Therefore, students 
must recall the steps necessary 
to solve percent problems. 


THINKING SKILLS (continued) 


Definition of Core Thinking Core Thinking Skills 
| Skills Categories Components 


Organizing Skills are used Organizing Skills 


to arrange information so it ¢ Comparing 
can be understood or ¢ Classifying 
presented more effectively. ¢ Ordering 


¢ Representing 


_ Analyzing Skills are used to Analyzing Skills 

| clarify existing information Identifying Attributes 

_ by examining parts and and Components 
relationships. Through Identifying Relationships 
analysis, students idenufy and Patterns 
and distinguish components, Identifying Main Ideas 


attributes, claims, . Identifying Errors 
assumptions, or reasoning. 


| Generating Skills involve Generating Skills 

| using students’ prior ¢ Inferring 

| knowledge to add ° Predicting 
information beyond what is ¢ Elaborating 


given. Connections between 
new ideas and prior 
knowledge are made as new 
information and ideas are 
recast into new structures. 


Integrating Skills involve Integrating Skills 
putting together the relevant ¢ Summarizing 
parts or aspects of a solution, ¢ Restructuring 
understanding, principle, or 
composition and 
incorporating this integrated 
information into a new 


understanding. 

Evaluating Skills involve Evaluating Skills 
assessing the reasonableness ¢ Establishing Criteria 
and quality of ideas. ¢ Verifying 


Conquering Percents | 
Application | 


In Everything’s on Sale | 
Students set up equations or 
proportions to solve a 
percent problem. 


With the estimation option, 
students can compare their 
estumates to their final 
answers. 


Students identify relationships 
in Percent Chompers as the | 
visual concept of percents is 
reinforced and students 
identify the equivalencies 
between fractions, decimals, 
ratios, and percents. 


Students apply various 
problem-solving strategies to 
predict the percent of a circle 
or rectangle painted in 
Percent Factory. 
Everything’s on Sale allows 
students to estimate answers 
before working percent 
problems. 


As students make predictions 
in Percent Factory, 
feedback is provided and 
students are given 
Opportunities to re-structure 
their thinking, based on 
feedback. 


Have students record their | 
estimates and the correct | 
answers and compare them. 
Have students judge the 
reasonableness of their 
estimates. 
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TO THE READER: 
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in any future version of the product. Please address comments to: 


MECC Courseware Development 


3490 Lexington Avenue North 
St. Paul, MN 55126 
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Appendix B 


USING THE CALCULATOR 


A simple four-function calculator is available for use with the program Everything’s on Sale. 
The availability of this calculator can be controlled through the Teacher Options (page 3). The 
calculator can be accessed by pressing the C Key whenever the message “Press C to use 
calculator” is showing. The calculator consists of a display window and a menu bar indicating 
the available functions. The functions currently active are enclosed by the rectangular frame and 
can be accessed by pressing the Down-Arrow or the Return Key. 


The calculator allows you to add, subtract, multiply, or divide two numbers. The numbers are 
limited to positive values of eight digits or less. Use of the calculator is illustrated below. 


Fe. 


Enter the first number. Note 

that the Left-Arrow and Delete 
Keys do not allow editing of the 
number. You must select “Clear” 
from the calculator menu or press 
the C Key. 


Now select the desired operation by: 

a) pressing the Down-Arrow or the 
Return Key and selecting the desired 
operation from the menu bar; or 

b) typing the appropriate key (+, -, x 
or *, /, =, C) on the keyboard. Note 
that / is used for division (+). 


Enter the second number and press the 
Down-Arrow or the Return Key and select 
= from the menu bar or simply press the 

= Key to evaluate the expression. 


The calculator will remain on the 
screen when you return to working 
the original problem. You can return 
to use the calculator again by pressing 
the C Key. 


+ — x = = CLEaR OFF 


6.48=12 = .534 


Press C to use calculator 


Occasionally, the calculated result may be displayed in exponential format. The examples 
shown below represent 0.0000003 (3E-07 = 3 x 10°’) and 8800000000 (8.8E+09 = 8.8 x 10%). 


.0000009 = 3 =3E-O07 


Press C to use calculator 
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44000000 x 200 _ =8.8E+09 


Press C to use calculator 


Appendix C 


STUDENT HANDOUTS 


On the following pages are the student worksheets mentioned in the “Use in an Instructional 
Setting” section of Everything’s on Sale (beginning on page 15). These worksheets may be 
used to reacquaint students with the three types of percent problems as well as introduce them to 
the format of Everything’s on Sale. Each worksheet is briefly described below. 


1A: Finding the Percent of a Number 


Students use the equation method to find the discount on a sale item. 


1B: Finding the Percent One Number Is of Another 


Students use the equation method to find the percent off a sale item. 


1C: Finding a Number When a Percent of It Is Known 


Students use the equation method to find the original price of a sale item. 


Answer Key for Worksheets 1A, 1B, and 1C 


Answers for all three worksheets involving the equation method are given. 


2A: Finding the Percent of a Number 


Students use the proportion method to find the discount on a sale item. 


2B: Finding the Percent One Number is of Another 


Students use the proportion method to find the percent off a sale item. 


2C: Finding a Number When a Percent of It Is Known 
Students use the proportion method to find the original price of a sale item. 
Answer Key for Worksheets 2A, 2B, and 2C 


Answers for all three worksheets involving the proportion method are given. 


% 


Finding the Percent of a Number 


Name 
© 
. Estimate the discount. 40% Off 
$ Original Price $958.90 
Discount - $ 
Sale Price 


. Circle the question you would ask in order to find the discount. 
What is 40% of $958.90? 

40% of what is $958.90? 

$958.90 is 40% of what? 

. Use the circled question to help you 

set up an equation to solve for the 

discount. You can use any letter 

for the discount. = Jo X 
. Rewrite the equation and change 

the percent to a decimal. = x 
. Solve for the unknown discount. = $ 


. How close was your estimate? 


. What is the sale price of the video camera? 


Finding the Percent One Number Is of Another 


Name 


© 


ie % orf 


Original Price $10.20 
Discount 23 2.55) _ 
Sale Price 


Estimate the percent off. 


Jo 


Circle the question you would ask in order to find the percent off. 
What percent of $2.55 is $10.202 
$2.55 is what percent of $10.20? 
$10.20 is what percent of $2.55? 

Use the circled question to help you 

set up an equation to solve for the 


percent off. You can use any 
letter for the percent off. = x 


Solve for the unknown percent off. = 
Whnite the decimal as a percent. = Jo 


How does your estimate compare to the actual percent off? 


What is the sale price of the basketball? 
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Finding a Number When a Percent of It Is Known 


Name 


© 


20% Off 


Estimate the original price. 


$ 


Original Price 
Discount > 1.64 
Sale Price 


Circle the question you would ask in order to find the original price. 
$1.64 is 20% of what? 
What is 20% of $1.64? 
20% of $1.64 is what? 

Use the circled question to help you 

set up an equation to solve for the 


Original price. You can use any 
letter for the original price. = Yoox 


Rewrite the equation and change 
the percent to a decimal. = x 


Solve for the unknown original 
price. ee 


Was your estimate reasonable? 


What is the sale price of the mittens? 


Answer Key for Student Handouts 1A, 1B, and 1C 


ae 
Case 


Finding the Percent of a Number 


Finding the Percent One Number Is of Another 


Name 
ee ee 
Esumase the discount. | Estmaze the percent off. GBs oF 
' Onm@gne Pres $958.90 |Om@qinel Pres $10.20 | 
- % | Otsceunt - $258 _) 


; a ee 


| Sele Prrce | 
| 


2. Circle the question vou would ask in order to find the discount 


What is -0% of $958.90" 


0% of what 1s $9$8.90? 


Circie the quesnon you would ask in order to find the percemn: off. 
What percent of $255 1s $10.20? 


$2.55 is what percent of $10.20? 


$10.20 1s what percent of $2.55? 


tv 


$958.90 is =U% of what? 


3. Use the curcied question to heip vou 


| 
| 
| 
: weied quesaon co he 
set up an equation to soive for the a" See vty fa 
| 


set up an equapon to solve for the 


tarorcepreaor 2:55 . N 10.20 
4. Soive for che unknown percent off. 0.25 2 NM | 
5. Write the decunai as a percent 0.25 = 25 % | 

| 
| 
| 
| 


discoumt. You can use any lefter 


for the discount. 


N_ 
+. Rewnte the equation and chan 
ins pereiaa es 5 Gach. ™ Ns. 


| 


. Solve for the unknown discount N s§ 


La 


6. How close was your esumate? 


| ’ oe eens. . 6 ke 


6. How does your estumase compare to the actual percent off” 


Vicitubunvumin Tes 


as 
LC 


Finding a Number When a Percent of It Is Known 


Name 


fe) 
1. Estunass the ongmal price. ee 


s | Om@inel Price $ a ' 


| Dissent - S 6s | 
' Sete Pree 
SS me TE ERS 


| Bd 


Circie the quesvon vou would ask in order to find the onginai once. 
What 1s 20% of $1.64? 
20% of $1.64 is whats? 


3. Use the circied quesnon to heip you 
set up an equation to solve for the 


on . You can use any 
ime to a ened ecu. ‘ . 20 .. N 


| Gece eet, sé. 56 
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Finding the Percent of a Number 


Name 


O 


40% Off 


1. Estimate the discount. 


$ 


Original Price 
Discount - $ eee 


Sale Price 


When you write a proportion to solve percent problems you can think of it like 
this: 


Cor Gerd (whole) 
$ 777 ¢ v7 
part = part iis 
whole whole peeeeeee: H cee reee neat 
40% (part)_—__1 | 
100% (whole) 


2. Set up a proportion to solve for 
the discount. You can use any 


letter for the discount. oe OS 
(%) ($) 


3. Cross multiply to wnite the 
cross-product equation. a 


4. Solve for the unknown discount. $ = 


5. How close was your estimate? 


6. What is the sale price of the tennis shoes? 


Finding the Percent One Number Is of Another 


Name 


© 
seal % Off 


Original Price $ 297.30 
Discount - $178.38 
Sale Price 


1. Estimate the percent off. 


Jo 


When you write a proportion to solve percent problems you can think of it like 


this: 
| $297.30 (whole) 
-—$178.38 SULA reer] 


Dart = Dart 
whole whole 


22? © (part)——_. 


100% (whole) 


2. Setup a proportion to solve for 
the percent off. You can use any 


letter for the percent off. ee Gri ee Cs) eee 


3. Cross multiply to wnte the 
cross-product equation. = 


4. Solve for the unknown percent off. = Jo 


5. How does your estimate compare to the actual percent off? 


6. What is the sale price of the dog? 


‘ smecc 


Finding a Number When a Percent of It Is Known 


Name 


1. Estimate the original price. 
Original Price 


$ Discount 
Sale Price 


When you write a proportion to solve percent problems you can think of it like 


this: phe rons 
fs25s— oo NENG — | 
( part ie 


part. = part 
whole whole 


25% fF 
per 100% Shi ence eee 


2. Set up a proportion to solve for 
the original price. You can use 
any letter for the onginal price. (Jo) = ($) 


(%) ($) 
3. Cross multiply to write the 
cross-product equation. = 
4. Solve for the unknown original 
price. = $ 


5. Was your estimate reasonable? 


6. What is the sale price of the calculator? 
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Answer Key for Student Handouts 2A, 2B, and 2C 


| 
° ° : e eee | 
Finding the Percent of a Number Finding the Percent One Number Is of Another | 
Name Name 
‘e fe) 
| |. Estumase the discount. 40% off 1. Esmmass the percen: off. GB = or 
'On@inel Price ® Original Price $297 Sa: | 
s Giese | Oram - $178 38° | 
| [Sele Pree {1 a. an RE | 
| : 
| When you wnte a proporuon to solve percent probiems you can dunk of it Like ee re ee ae ee Cee Cees rene eae eg ae 
this: : $297 30 (woele) 
ESS ene Locarench | 3 Sh tpart) eee 
mg 777 ( pert mm | bd © ° 
Dak = nan = * —2i. = —200 
whoie whoie whoie whole 


bei 
eee. 


| 
| 
| me re 
| ¢ 
F % ( pert ) ed 
| 
| 
| 


5. How close was your esnmate? 


- = LJ | TT eee 
00% ( wneie) : ' 100% (wrote 
- 2: ae op 8 cere ~ to solve for | 
rs the percent off. You can use any 
siirecibidchomanphobsantSig a eet OM a ITS Se | 
| letter for the discount. 4 os s:4 N 100 (%) ‘S) 207, 30 | 
| 100 bk 3) .50 3. Cross muinoply to wrte the 297, 30N z 
| 3 Cross muinupiv to wmte the 2.0 oON cross-product equacon. ——— ne 178353 _ | 
| 2 zs 
| cross-product equanorn. 142.0 | | 
+. Soive for the unknown percent off. N = 60 2 | 
3. Solve for the unknown discoun: s142.0 : N 
5. How does your estumass compare (o the actual percent off? 
} 
| 


6 Shins: the ehis oried of the emma wie? gals ee 6. What is the saie price of the dog? D> 11$.F2- = 


<> 


Finding a Number When a Percent of It Is Known 


are oe tans Erererenne 12 Sates pomaas Smaeens yon ap dink of & like 
S OI Oe _ 


$2.5$ 
) 


Appendix D 


USING A PRINTER WITH THIS COURSEWARE 


This product is initially set to work with a standard printer card located in either Slot 1 or Slot 2. 
If you have this setup, you do not need to do anything further. If you are connecting an Apple //c 
or IIGs computer, we recommend that you designate Slot 1 and use the computer’s printer port. 
If your printer uses another setup, or to enter special commands, use the Printer Support option. 


The Printer Support option appears on the Teacher Options menu (Figure 1). You may access 
the Teacher Options from the main menu by typing Control-A. From the Teacher Options menu, 
selecting Option 7 takes you to the Pnnter Support menu (Figure 2). The current printer settings 
are shown at the top of the screen. 


oe ACNE VOCAONS | So as ont Pinter Support 


Current printer settings: 
Slot: Search slots 1 and 2 


_ Percent Factory Printer commands: none 


. Everything’s on Sale 
. Percent Chonmpers 

. Top Ten List 

. Original Settings 

. Student Results 


m@Printer Support 


mset printer slot 
. Specify printer conmands 


; Restore original printer 
settings 


. Test printer setup 


Use arrows to move. Press Return. 
Escape: Teacher Options 


Nita. ke nee Hae 
Escape: Main Menu 


Figure 1 Figure 2 


Option 1, Set printer slot: This option allows you to specify the slot in which your printer 
interface card is located (Figure 3). 


dali Ae db dei nel dod RE 


. Slot {i (Apple 77c or IIGS)> 
. Slot 2 


m Search slots 1 and 2 


. Slot 4 


. Slot 5 
. Slot 6 
. Slot 7 


a OS peg VN ey oer ; 
Escape: Printer Support 


Figure 3 


USING A PRINTER WITH THIS COURSEWARE (continued) 


Option 2, Specify printer commands: This option allows you to enter commands that enable 
certain types of printers to operate. These special commands are listed in the manufacturer’s 
printer or interface card manual. Figure 4, for example, shows the special command you would 
enter to produce “ultracondensed” printing (17 cpi) on an Apple Dot Matrix or Apple 
ImageWriter. To enter special commands, type the exact characters required. When finished, 
type “ (Shift-6) to end. 


_. Specify printer commands 


ESC Q 


Are these commands correct? 


Use arrows to move. Press Return. 
Escape: Printer Support 


Figure 4 


Here are some other frequently used special commands for the Apple Dot Matrix and 
Image Writer printers: 


Type Style: Pica (10 cpi) Elite (12 cpi) Bold 


Command: Escape N Escape E Escape ! 


Do not set up your printer to use a proportional font. This setting will cause printed student 
records to be formatted incorrectly. 


Option 3, Restore original printer settings: This option returns all printer settings to their 
original state. The original printer setup provides a search of Slots 1 and 2 and does not use any 
special printer commands. 


Option 4, Test printer setup: This option allows you to test printing of text only. If the text is 
not printed correctly, check the settings on your printer, check to see whether your printer has 
been connected correctly, or look at your interface card manual for special commands. 


All changes made to the Printer Support settings are saved on the disk and are permanent until 
you use the Printer Support option again to change the printer settings. 


45 


Appendix E 
MECC SERVICES 


Since its inception in 1973, MECC has remained committed to serving education by listening 
and responding to the diverse and changing needs of students and educators. MECC promotes 
effective learning by developing high-quality, curriculum-based software in all major subject 
areas and by making them affordable through a variety of purchase plans. Approximately one- 
third of the nation’s school districts have joined MECC through Direct License memberships, 
permitting them to duplicate MECC software products on site. MECC products are also 
available through authorized dealers nationwide or can be ordered directly from the MECC 
catalog. In addition to software products, MECC offers instructional management, emerging 
technology products, teacher training and development, and conferences. An academic research 
partnership, the MECC/University of Minnesota Center for the Study of Educational Technology, 
conducts a variety of studies on the impact of technology on education. MECC respects the 
challenges faced by modern educators and pledges to remain on the cutting edge of technology. 


¢ MECC Educational Computing Catalog 
A catalog containing descriptions of instructional computing courseware as well as 
training and planning materials is published annually and distributed at no charge. To 
request a catalog, write or call CC Customer Services. 


° MECCT Etc. Catalog 
A catalog featuring “Emerging Technologies in the Classroom,” such as laser videodisc 
players and LCD computer projection systems. Published twice a year and distributed at 
no charge. To request a catalog, wmite or call MECC Customer Services. 


¢ MECC Memberships 
Educational institutions may become MECC Members, which qualifies them to obtain 
MECC courseware and training at specially reduced prices. To learn more about MECC 
Memberships, write or call CC Marketing. 


¢ Training Programs 
MECC conducts educational computing workshops for educators throughout the United 
States. For information on workshop schedules or to arrange a special training activity, 
write or call MECC Training Services. 


¢ MECC Network Newsletter 
MECC publishes a quarterly newsletter during the school year that focuses on MECC 
activities, services, and products. To be added to the mailing list, simply wnite or call to 
indicate your interest. 


¢ Help Line 
If you have any problems using MECC software: 
1) make note of the name and version number of the product; 
2) note the brand and model of the equipment involved, as well as the type of printer 
card used if the problem concerns a printer; 
3) write or call the Help Line to describe the problem. 


For information on all the above items, use the MECC General Information 
telephone number: 612/481-3500. 
MECC 


3490 Lexington Avenue North 
St. Paul, MN 55126 
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